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Abstract: Chemical educators are facing a new generation of instructional technologies that impact
classroom teaching. New technologies, like smartphones, cloud computing and artificial intelligence
take learning beyond the classroom; 3D printing, virtual reality, and augmented reality provide new
ways to teach the virtualization skills that are important for chemists. These technologies cause
students to become more isolated, so students may not develop the social skills that they will need
for today’s workplace. Individualized learning may be beneficial to many students, but it will create
challenges for faculty. Although this article focuses on chemistry education, it should be apparent
that a similar argument could be made for other sciences, like physics and biology.
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1. Introduction

Chemical educators are facing a new generation of instructional technologies that impact classroom
teaching. These technologies cause students to become more isolated, so students may not develop the
social skills that they will need for today’s workplace. Thus far, new computing technologies have had
less effect on the college classroom than might have been expected. The types of technology that have
been most widely adopted are those, like streaming lectures, PowerPoint and clickers, that fit best
into the conventional lecture paradigm. Even Massive Open Online Courses (MOOCs) have often
evolved towards a more lecture-like format (commonly called xMOOCS) than had been envisioned
by Siemens and Downes when they created the first MOOC (now called cMOOCs) [1]. The lecture
model persists, especially at the introductory level. By contrast, technology has dramatically changed
the chemistry teaching laboratory. Much of the time that was formerly devoted to “wet labs” has
now been taken over by instrumentation, and these instruments are often controlled by computers.
Analytical techniques that were once found only in industrial labs, like NMR, mass spectroscopy,
and gas chromatography, are now a standard feature of most college laboratories.

A new generation of instructional technologies is becoming available that focuses on individual
student experiences. Each technology is being pursued separately, but there is a need to examine
the aggregate effect. This may give fresh impetus to the use of cooperative learning and also require
new forms of pedagogy. This article is not intended to be an in-depth review of these new classroom
technologies. Rather it is hoped that by briefly examining them as a group it will be apparent that a
new type of learning environment is emerging.

The thesis is that some new technologies focus on individual students and thus will probably
require educators to place more emphasis on developing social skills. This discussion will emphasize
technologies that satisfy two criteria, those that are mainly used by individual students rather than
groups, and technologies that are already being discussed in the chemical literature. It should also
be noted that although some of these technologies are still in the early stages of development, their
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eventual promise seems clear. Although this article focuses on chemistry education, it should be
apparent that a similar argument could be made for other sciences, like physics and biology.

2. Smartphones in the Classroom

One of these new technologies that is already having a significant impact on most classrooms
is the smartphone [2], although some faculty may argue that it has been more of a distraction than
an asset. The modern smartphone is not only a powerful portable computer but also has become a
personal assistant for communications and storing information. It can deliver personalized lessons,
be the basis for student collaboration, be used to assess student learning, and give students access to
the World Wide Web (WWW), where they can find information about almost any topic that interests
them. Of course, not all of this information on the WWW may be accurate, so there is a need to
balance ubiquitous learning with information literacy so the user can separate the wheat from the
chaff. Many students use the smartphone camera to make videos of demonstrations, to copy complex
diagrams from the blackboard or screen, and to copy notes from friends when they miss class. The main
faculty complaint about smartphones in class is that some students are more likely to communicate
with friends or play online games than to pay attention to the lecturer or the other students around
them. Some teachers would argue that the current generation of students has a shorter attention span
than was the case in the past. Watching a young person play a game on their computer or smartphone
suggests that their attention span is adequate when there is sufficient stimulation. Integrating smart
devices into the learning process seems more productive that a futile attempt to ban them.

3. Cloud Computing and Artificial Intelligence

The usefulness of the smartphone is being enhanced by combination with two other new
technologies, artificial intelligence and cloud computing. Artificial intelligence (AI) is the use of
computer programs to perform tasks, like speech recognition and decision making that normally
require human intelligence. The addition of AI programs, like Siri, to a smartphone creates a true
personal assistant that can provide access to information whenever and wherever it is needed, maintain
a personal calendar, and even create reminders of future events, like exams or meetings. Siri will
already answer simple chemistry questions, and several companies are developing AI-based laboratory
assistants that take hands-free notes or dictate laboratory procedures [3].

The combination of the portability of a smartphone with the processing power and data storage of
the cloud is called mobile cloud computing (MCC). Cloud computing uses off-campus data centers to
provide computing resources only as needed. This is financially advantageous because the campus no
longer has to pay for and maintain expensive hardware on site. Using a cloud provider, like Amazon,
Google, or Microsoft, means that when the computer access is no longer required the campus no
longer needs to pay for it, and the staff who would normally maintain the on-campus systems can be
reassigned to other tasks. The obvious use of cloud computing is data storage and sharing, which makes
it an excellent platform for student and faculty collaboration in different departments or even different
campuses [4]. Students can electronically submit assignments, have them graded, and returned using
the cloud. Despite initial hesitation, even drug companies are moving to the cloud in order to deal
with the large volume of data being produced and the need to share data among different locations [5].

Connecting a smartphone to the cloud gives students individual access to computer programs,
like chemical simulations and molecular modelling, which require more processing power or memory
than is available in a smartphone. An instructor can design a specific computing environment in the
cloud with multiple pieces of software for a course, which means each student will only have to sign in
once instead of accessing multiple separate programs. Cloud computing allows students to work on
individual projects independently but report their results in a way that makes it easier for an instructor
to keep track of them. Bennett and Pence have used the cloud in this way to manage the data from an
undergraduate laboratory or research [6].
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4. Learning Analytics

The extra storage made available by the cloud is useful in cases where the amount of data collected,
the speed with which the data must be collected or processed, the need to do real-time monitoring of
large sensor arrays, or the complexity of the data requires special handling [7]. This process, called
Big Data, is made possible by the decreasing cost and increased availability of computer processing
power and computer memory. On the college campus, Big Data is combined with artificial intelligence
to create academic analytics, which mainly deals with administrative functions, and learning analytics,
which uses educational data to support student learning. This discussion will focus mainly on learning
analytics, since that directly affects students in the classroom.

Learning analytics is used to customize the student experience based on his or her abilities,
interests, and goals. Artificial Intelligence (AI) tutoring systems can create an individualized course
of instruction based on each student’s abilities and interests and can monitor the emotional state of
learners, changing the program if the students become bored or confused. AI assisted learning can
give more challenging problems to students who have mastered the basic concepts but also offer more
review for those who are having trouble with the material. Students can decide what courses to take,
informed by the wealth of institutional information about how similar students have performed in
courses being considered and what remedial work might be needed before attempting a particular
course. Learning analytics makes it possible for students and professors to receive immediate feedback
on progress and to suggest to students how they can improve their learning.

Maseleno writes that learning analytics can create a personalized learning environment, which
allows students to design their own education program while making them more responsible for
monitoring their own progress [8].

The combination of artificial intelligence with Big Data is becoming a critical tool for chemical
research. Artificial intelligence uses Big Data sets to create computer algorithms to perform tasks
that normally require human cognition. AI powered teaching assistants can answer many straight
forward student questions, freeing the instructor to answer more complicated problems or give
special help [9]. Cloud-based artificial intelligence programs can analyze scientific databases to find
correlations that humans might not recognize. Peiretti and Brunel argue that AI is the future of organic
chemistry [10] and Yang et al. have discussed the current status of the use of AI for drug design and
discovery [11]. This technology shows great promise for chemical researchers and some educators are
already introducing these techniques into undergraduate courses [12].

5. Virtual Reality and Augmented Reality

Another group of technologies, virtual reality, augmented reality, and three-dimensional printing,
is showing promise at helping individual students improve their visualization skills. One of the reasons
students find chemistry to be a difficult subject is that it requires their thinking to shift rapidly among
the macro level (experiments and experience), the sub-micro level (electrons, atoms, and molecules)
and the symbolic level (formulas, equations, and computer models), Johnstone’s famous chemical
triplet. Although the triplet idea has generally been accepted, the specifics have been modified by
various authors [13]. Trying to visualize three dimensional molecules and reactions can be difficult,
but this skill is essential to understand stereochemistry, molecular structure, and reaction mechanisms.
There are now new ways to teach students to visualize three-dimensional structures.

Virtual Reality (VR) uses computer technology to make an individual student feel that he or she is
actually inside of a simulated environment. Virtual reality can be accomplished either by viewing on a
computer screen, like the virtual world called Second Life [14], or with a heads-up display that can be
as simple as a smartphone mounted on a cardboard support or a more expensive headset specifically
designed for VR [15]. Either mode of virtual reality creates a sense of presence, the feeling that one
is actually in the virtual space. Thus, virtual reality can give students a unique perspective on what
the world looks like at the molecular level, but also tends to make the student less connected to the
real world.
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VR can also be used to have a student experience environments and instrumentation that would
be too expensive or too dangerous to encounter in real life. A student can seem to be at the molecular
size watching two molecules react, can appear to use research-grade instruments, or can perform
a dangerous chemical reaction that is actually being done by a trained professional. For example,
Bennie et al. found that a virtual reality program was a better learning environment for visualization
than traditional approaches such as molecular models, textbook images, and the computer-screen to
teach enzyme kinetics [16]. Virtual reality also offers a way to provide a form of laboratory experience
for online courses [17], and Fung et al. found that using a virtual reality field trip for their environmental
chemistry course was more convenient and less costly than its physical equivalent but produced
comparable results [18].

Augmented reality (AR) consists of adding links to pictures, videos, or text onto the image of
some real object on the screen of a computer or smartphone. There are various ways to trigger the
augmented reality connection, but a QR (Quick Response) code is the simplest and probably the
most often used. Smartphone-based AR systems can create computer simulations, games, models,
and virtual objects that create learning environments in both formal and informal settings. AR is not
as immersive as virtual reality, but it is much easier to introduce into the classroom. Photomath is an
interesting example of augmented realty smartphone application that uses a photo of an algebraic
equation to solve the equation and even shows each step in the process to help students learn algebra.

Simply adding a QR link to an object creates a smart object, which will display text and images to
anyone with a smartphone that has a QR reader. For example, adding a QR code to a scientific instrument
means that someone who wishes to use the instrument can view a video showing instructions for
the instrument. A student can access this tutorial whenever he or she needs it instead of waiting for
an instructor to gather the class for group instruction. Creating the videos and QR codes is so easy
that students can do this with little supervision [19]. Augmented reality can also be used to link to
simulations of laboratory experiments, such as a colorimetric titration [20], so this might be another
way to provide the laboratory experience for online learning.

Both virtual reality and augmented reality will be greatly enhanced by the availability of 5G
connectivity, which is becoming the new standard for mobile communication, and is the new level of
mobile internet connectivity that is just now being implemented globally with speeds up to 20 times as
fast as 4G systems, more stability, and greater bandwidth. The 5G systems will allow higher definition
video and faster download speeds, which should give AR and VR faster refresh rates and a greater
sense of the user actually being present in the environment.

6. Three-Dimensional Printing

It is now possible for an individual to create personal physical models with 3D printing. This is an
additive manufacturing process in which an object is produced layer by layer from a digital description
of the object to be modelled. Three-dimensional printers have become relatively inexpensive and
atomic coordinates for many molecules are available from sources such as the Protein Data Bank.
For example, Fourches and Feducia have successfully used 3D printing in organic chemistry lecture
sections of at least 200 students to improve their students’ ability to visualize molecules in three
dimensions [21]. They had their students convert the chemical structure of a molecule of their choice
into a three-dimensional object and then print it in the makerspace of their library. Even though
this was the first time many of these students worked with 3D printing, the overall results were
encouraging. Grumman and Carroll had their students use 3D printing to create space-filling models
of electron-density iso-surface models and high-resolution molecular models [22] and Blauch and
Carroll have used 3D printing to create potential energy surfaces for the teaching of structure-energy
relationships [23]. Three-dimensional printing can help people who are blind or partially sighted to
visualize three-dimensional objects, like complex molecules, by handling the models.
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7. Micro-Learning

Another way to introduce new technologies into existing courses is by a technique called
micro-learning. Micro-learning consists of relatively narrowly focused learning units on a single topic
that are short-term activities (5 to 15 min) often presented on personal devices, like smartphones
or tablets. These learning units can be inserted into a traditional course format or assigned for
out-of-class work. In either case, there should be a social component where students share what they
have learned with each other. Micro-learning is based on the idea that students remember information
better when it is presented in small chunks, especially when it is followed by reinforcement.

Some educators are already experimenting with micro-credentialing using badges or certificates
to supplement traditional academic transcripts. These types of credentials give potential employers a
more granular understanding of what prospective employees know. Townes et al. used badges in
the analytical chemistry course to identify the mastery of basic laboratory skills, such as pipetting,
reading a burette, or making solutions with a volumetric flask [24]/ Mellor et al., used badges in the
green chemistry course to teach chemical safety [25].

8. Personalized Learning

Taken together, this group of learning technologies creates a level of personalized learning that
would be difficult to achieve even with one-on-one tutoring. Personalized learning, defined here as
providing a learning environment that is designed to support the aptitudes, interests, and goals of
each student, has become the current buzz word in instructional technology. Some educators argue
that personalized learning will improve student learning and retention because it adapts to the needs
and abilities of each student. Student retention is a critical issue on many campuses, and any change
that promises to improve this measure will be seriously considered. Technology usually plays a major
role in personalization, and technology leaders, like Bill Gates and Mark Zuckerberg, are providing
millions of dollars to support this movement. Many states are adopting personalized instruction at the
K-12 level, and it is often cited as an advantage of virtual schools and on-line learning programs.

Personalized learning will be difficult to evaluate using the traditional course transcript taken as
the official record of a student’s accomplishments. Each of the technologies described above allows
students to create a unique set of learning goals. This means that all of the students completing
a course may not have been taught the same skills. In addition, some colleges are supplementing
their classroom activities with MOOCs that are available for free on topics ranging from atmospheric
chemistry to nanotechnology. Three students may have taken the same instrumental analysis course,
but one has completed a MOOC about instrument electronics, another has worked on a VR simulation
of a type of instrument that is not physically present on the campus, and a third may have done only
the minimum work required. This can represent a problem for the instructor if he or she is expected to
be an expert in everything that the students are learning.

The available research about the effectiveness of personalized learning is ambiguous, so the
effectiveness of personalized learning is still being debated [26]. In addition, personalized learning
often consists of students working alone on computers. This ignores the need for social development.
Chemical research and industrial chemistry today are often collaborative efforts, and so chemical
education must include opportunities, like cooperative learning, for students to develop the social
skills necessary for working with a group. Many educators fear that the push towards personalized
learning is really an effort by technology firms to conduct a data mining project on young people.

9. Conclusions

There is clearly a need to prepare for change. The new learning technologies described above
focus more on the individual experience than on group activities. These technologies make it all too
easy for a student to become socially isolated even though in the midst of his or her peers. Educators
will need to integrate social constructivism with these types of technological advances. Just as was the
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case with electronic calculators and smartphones, the immediate tendency for some may be to ban
new technologies from the classroom. This will be even more difficult than was the case with these
new technologies. Each new generation of students is becoming more technologically sophisticated,
and they will expect their undergraduate courses to reflect the world they encounter every day. It will
be a challenge to create teaching strategies that will use these technologies but also encourage the
interpersonal involvement that will prepare students for the collaborative work environments that
they will encounter in the modern workplace.

Funding: This research received no external funding.

Conflicts of Interest: The author declares no conflict of interest.

References

1. Downes, S. The Rise of MOOCs. Knowledge, Learning, Community Blog. Downes, S., Ed.; 2012. Available
online: https://www.downes.ca/cgi-bin/page.cgi?post=57911 (accessed on 18 January 2019).

2. Williams, A.J.; Pence, H.E. Smart Phones, a Powerful Tool in the Chemistry Classroom. J. Chem. Educ. 2011,
88, 683–686. [CrossRef]

3. Mullin, R. A Familiar Voice in the Lab. C&EN Glob. Enterp. 2019, 97, 16–18.
4. Pence, H.E. Should Chemical Educators Embrace the Cloud? Chem. Today 2018, 37, 28–31.
5. Mullin, R. Cloud Computing. C&EN 2016, 94, 26–30.
6. Bennett, J.; Pence, H.E. Managing Laboratory Data Using Cloud Computing as an Organizational Tool.

J. Chem. Educ. 2011, 88, 761–763. [CrossRef]
7. Pence, H.E. What is Big Data and Why is it Important? J. Educ. Technol. Syst. 2014, 43, 159–171. [CrossRef]
8. Maseleno, A.; Saban, N.; Huda, M.; Ahmad, R.; Jasmi, K.A.; Basiron, B. Demystifying Learning Analytics in

Personalised Learning. Int. J. Eng. Technol. 2018, 7, 1124–1129.
9. Pence, H.E. Artificial Intelligence in Higher Education: New Wine in Old Wineskins? J. Educ. Technol. Syst.

2019, 48, 5–13. [CrossRef]
10. Peiretti, F.; Brunel, J.M. Artificial Intelligence: The Future for Organic Chemistry? ACS Omega 2018, 3,

13263–13266. [CrossRef]
11. Yang, X.; Wang, Y.; Byrne, R.; Schneider, G.; Yang, S. Concepts of Artificial Intelligence for Computer-Assisted

Drug Discovery. Chem. Rev. 2019, 119, 10520–10594. [CrossRef]
12. Joss, L.; Muller, E.A. Machine Learning for Fluid Property Correlations: Classroom Examples with MATLAB.

J. Chem. Educ. 2019, 96, 697–703. [CrossRef]
13. Taber, K.S. Revisiting the Chemistry Triplet: Drawing upon the Nature of Chemical Knowledge and the

Psychology of Learning to Iinform Chemistry Education. Chem. Educ. Res. Pract. 2013, 14, 156–168.
[CrossRef]

14. Winkelmann, K.; Keeney-Kennicutt, W.; Fowler, D.; Macik, M. Development Implementation, and Assessment
of General Chemistry Lab Experiments Performed in the Virtual World of Second Life. J. Chem. Educ. 2017,
94, 849–858. [CrossRef]

15. Bibic, L.; Druskis, J.; Walpole, S.; Angulo, J.; Stokes, L. Bug Off Pain: An Educational Virtual Reality Game on
Spider Venoms and Chronic Pain for Public Engagement. J. Chem. Educ. 2019, 96, 1486–1490. [CrossRef]

16. Bennie, S.J.; Ranaghan, K.E.; Deeks, H.; Goldsmith, H.E.; O’Connor, M.B.; Mulholland, A.J.; Glowacki, D.R.
Teaching Enzyme Catalysis Using Interactive Molecular Dynamics in Virtual Reality. J. Chem. Educ. 2019, 96,
2488–2496. [CrossRef]

17. Georgiou, J.; Dimitropoulos, K.; Manitsaris, A. A Virtual Reality Laboratory for Distance Education. Int. J.
Human. Soc. Sci. Res. 2007, 1. Available online: https://www.researchgate.net/publication/301346180_A_
Virtual_Reality_Laboratory_for_Distance_Education_in_Chemistry (accessed on 10 January 2019).

18. Fung, F.M.; Choo, W.Y.; Ardisara, A.; Zimmermann, C.D.; Watts, S.; Koscielniak, T.; Blanc, E.; Coumoul, X.;
Dumke, R. Applying a Virtual Reality Platform in Environmental Chemistry Education To Conduct a Field
Trip to an Overseas Site. J. Chem. Educ. 2019, 96, 382–386. [CrossRef]

19. Benedict, L.; Pence, H.E. Teaching Chemistry Using Student-Created Videos and Photo Blogs Accessed with
Smartphones and Two-Dimensional Barcodes. J. Chem. Educ. 2012, 89, 492–496. [CrossRef]

https://www.downes.ca/cgi-bin/page.cgi?post=57911
http://dx.doi.org/10.1021/ed200029p
http://dx.doi.org/10.1021/ed1005745
http://dx.doi.org/10.2190/ET.43.2.d
http://dx.doi.org/10.1177/0047239519865577
http://dx.doi.org/10.1021/acsomega.8b01773
http://dx.doi.org/10.1021/acs.chemrev.8b00728
http://dx.doi.org/10.1021/acs.jchemed.8b00692
http://dx.doi.org/10.1039/C3RP00012E
http://dx.doi.org/10.1021/acs.jchemed.6b00733
http://dx.doi.org/10.1021/acs.jchemed.8b00905
http://dx.doi.org/10.1021/acs.jchemed.9b00181
https://www.researchgate.net/publication/301346180_A_Virtual_Reality_Laboratory_for_Distance_Education_in_Chemistry
https://www.researchgate.net/publication/301346180_A_Virtual_Reality_Laboratory_for_Distance_Education_in_Chemistry
http://dx.doi.org/10.1021/acs.jchemed.8b00728
http://dx.doi.org/10.1021/ed2005399


www.manaraa.com

Educ. Sci. 2020, 10, 34 7 of 7

20. Tee, N.Y.K.; Gan, H.S.; Li, J.; Cheong, B.H.; Tan, H.Y.; Liew, O.W.; Ng, T.W. Developing and Demonstrating
an Augmented Reality Colorimetric Titration Tool. J. Chem. Educ. 2018, 95, 393–399. [CrossRef]

21. Fourches, D.; Feducia, J. Student-Guided Three-Dimensional Printing Activity in Large Lecture Courses:
A Practical Guideline. J. Chem. Educ. 2019, 96, 291–295. [CrossRef]

22. Grumman, A.S.; Carroll, F.A. 3D-Printing Electron Density Isosurface Models and High-Resolution Molecular
Models Based on van der Waals Radii. J. Chem. Educ. 2019, 96, 1157–1164. [CrossRef]

23. Blauch, D.N.; Carroll, F.A. 3D Printers Can Provide an Added Dimension for Teaching Structure–Energy
Relationships. J. Chem. Educ. 2014, 91, 1254–1256. [CrossRef]

24. Hensiek, S.; De Korver, B.K.; Harwood, C.J.; Fish, J.; O’Shea, K.; Towns, M. Improving and Assessing Student
Hands-On Laboratory Skills through Digital Badging. J. Chem. Educ. 2016, 93, 1847–1854. [CrossRef]

25. Mellor, K.E.; Coish, P.; Brooks, B.W.; Gallagher, E.P.; Mills, M.; Kavanagh, T.J.; Simcox, N.; Lasker, G.A.;
Botta, D.; Voutchkova-Kostal, A.; et al. The Safer Chemical Design Game. Gamification of Green Chemistry
and Safer Chemical Design Concepts for High School and Undergraduate Students. Green Chem. Lett. Rev.
2018, 11, 103–110. [CrossRef]

26. Herold, B. The Case(s) Against Personalized Learning. In Education Week; Editorial Projects in Education,
Inc.: Bethesda, MD, USA, 2017; Available online: https://www.edweek.org/ew/articles/2017/11/08/the-cases-
against-personalized-learning.html (accessed on 18 January 2019).

© 2020 by the author. Licensee MDPI, Basel, Switzerland. This article is an open access
article distributed under the terms and conditions of the Creative Commons Attribution
(CC BY) license (http://creativecommons.org/licenses/by/4.0/).

http://dx.doi.org/10.1021/acs.jchemed.7b00618
http://dx.doi.org/10.1021/acs.jchemed.8b00346
http://dx.doi.org/10.1021/acs.jchemed.8b00597
http://dx.doi.org/10.1021/ed4007259
http://dx.doi.org/10.1021/acs.jchemed.6b00234
http://dx.doi.org/10.1080/17518253.2018.1434566
https://www.edweek.org/ew/articles/2017/11/08/the-cases-against-personalized-learning.html
https://www.edweek.org/ew/articles/2017/11/08/the-cases-against-personalized-learning.html
http://creativecommons.org/
http://creativecommons.org/licenses/by/4.0/.

	Introduction 
	Smartphones in the Classroom 
	Cloud Computing and Artificial Intelligence 
	Learning Analytics 
	Virtual Reality and Augmented Reality 
	Three-Dimensional Printing 
	Micro-Learning 
	Personalized Learning 
	Conclusions 
	References

